ABSTRACT
INTRODUCTION
In the modern elementary and secondary classroom, it is highly probable that students have used technology during a lesson or at least heard about the types of technologies available for learning. A more likely scenario is that children have had wider experiences and are more adept users of technology outside the classroom, where they use mobile phones and portable gaming devices to initiate, expand, and sustain social relationships (Evans, 2008; Schuler, 2007) Technology, then, becomes both the focus and medium for forming and sustaining interest groups with an agenda to generate useful knowledge valuable to members of the community. It is this phenomenon of collaborative knowledge building that we wish to leverage with the Learning Without Boundaries project, engaging teachers and, especially, students in domain-specific activities in language arts and mathematics to spur interest-driven networks of learning.
Collaborative Knowledge Building and Learning

Technologies
As cited in a recently released white paper, The Power of Pow! Wam! Children, Digital Media and Our Nation's Future (Shore, 2008) , "Electronically-enabled experiences fill daily life at home, at work, and in our communities. This trend is likely to accelerate…" as the sophistication and availability of such devices increases" (p. 4). Adding to this discussion is another prominent scholar in the field James Paul Gee who notes in a second timely report, Getting are starting with a small set of standards-based "lesson Examples will be demonstrated and we will have the opportunity to discuss other possible ways to provide students with "ownership" in their learning. Moodle: Reflective Learning Activities ? This workshop is focused on the instructor wishing to create outside-ofclassroom reflection through projects, peer-critique and peer-review, reflective journaling, or self-assessment via personal portfolio review. Instructional strategies will be suggested and examples of how to do this will be demonstrated. We will have the opportunity to discuss how this approach can help support good practices in education and meet the higher order task of critical thinking as found in Bloom's Taxonomy. Moodle: Planning Lessons and Using Assignments ? This workshop is focused on the instructor wishing to create online, module lesson plans and assignments to free up time in the classroom for other activities (e.g., discussion). This workshop provides hands-on opportunities to restructure your course content for use and reuse for years to come. It will also cover how to use the Assignments tools to post problem solving or skills practice online. Examples will be demonstrated and we will have the opportunity to discuss how this approach can support best practices in education. Moodle: Connecting Students with Content ? This workshop is focused on the instructor looking to engage students in learning. This workshop provides instructional strategies and activities using tools within [Moodle] to help you connect and engage your students in learning. Examples will be demonstrated and we will have the opportunity to discuss other possible ways to make course content available to (and resonate with) your students. Using Games to Enrich Instruction in the Classroom and product recommendation systems like reviews on Amazon (www.amazon.com), and Netflix (www.netfic.com.)
At a little past 8:00 o'clock in the morning, students in Ms. Robert's fourth grade class are working independently at their desks on a mathematical task. To get students to explore number ranges and averages, she has asked them to track the temperatures of five countries around the world over a five-day period. By using a weather application on the iPod Touch, downloaded from the Apple Apps Store, the students are able to access a wealth of information at their fingertips. In the case shown in the photo to the left, Jason is tracking temperature changes in Hong Kong from his desktop in southwest Virginia, USA. With the aid of a wireless access point in the classroom, Jason is able to leverage the features provided by mobile wireless technologies to make this particular learning episode customizable (he gets to choose the five cities) and meaningful (numbers are not mere abstractions but represent real conditions in the cities he is tracking). 2) Moodle site hosted by the local public school district.
3) Content/logging data delivery/storage server hosted at Virginia Tech. answer was correct, enabling them to discern whether they should move on or try again.
In this research article we argue that the more familiar children are with the technology, in this case mobile, wireless devices, the more teachers should incorporate them into planned and serendipitous learning situations.
One of the most popular devices is the iPod: "In addition to providing students with opportunities to personalize their use of media, teachers can use iPod to get students interacting, which requires them to confront one another's strengths, ideas, opinions, and content understanding" (Pasnik, 2007, p. 7) . It is for this reason we work to explore ways by which teachers can satisfy standards-based evaluations with more learner-centered pedagogy.
Conclusion
The authors anticipate using iPod Touches with web- 
